THE GAMES REPORT 
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As we near the Christmas season, stores around the 
would-be game crazes for the coming year. | know I’ 
these new offerings will have the longevity of such cl 
meantime, here are some of the latest games to cro: 


Starting this issue, I'm simplifying my ratings system by merging the Chance rating into the Skill 


rating. A rating of 0 in this category means the game is entirely based on chance, while a rating of 10 would 


mean it is entirely based on skill. The Overall rating is replaced by a brief summary of my opinion of the 


game. 


As always, comments are welcomed, and | especially appreciate hearing about games you 
encounter of which | may not be aware. If you want to be sure to receive the next edition of The Game 


Report, send an SASE to the address above. 


Game: Family Business 

Info: $12 + s&h from Mayfair Games, 
P.O. Box 48539, Niles, IL 60648 
Players: 2-6 (the more, the merrier) 
Playing Time: 30 minutes 

Type of game: Card 

Complexity: 7 Skill: 2 
Summary: Vicious fun, but arbitrary 
outcome might bother serious players. 


If you're looking for a light-hearted, fast- 
paced card game that can be played in about a 
half hour, Family Business might be for you. 
Each player is the boss of one of 6 Mob 
organizations, all of whom are trying to <ahem> 
eliminate each other while keeping themselves 
alive. On each tum, players draw a card from the 
deck and play one or discard one from their hand. 
Cards let you take out contracts on enemy 
mobsters, putting them "up against the wall." 
‘When 6 or more mobsters are up against the wall, 
a mob war starts and one mobster is killed from 
the wall, in order, at the start of every turn until 
the wall is empty. Other cards protect your 
mobsters from having contracts taken out on 
them, save mobsters from the wall, switch the 
order of mobsters up against the wall, start or stop 
mob wars, etc. If all of your nine mobsters are 
rubbed out, you're out of the game. The last mob 
to survive is the winner. Family Business is a 
great game as long as you don't take it seriously. 
The nature of the game is such that players can 
easily gang up on each other-- the target of a 
contract is entirely up to each player. Typically, 
when one player has more living mobsters than 


- Peter 


everyone else, the other players start taking out 
contracts on that player. It is also common for 
vendettas to spring up: "You dirty rat, you killed 
my brudda. I'm taking a contract out on you." As 
a result, the outcome of the game is almost 
entirely arbitrary, decided by the whims of players 
as they choose who to attack. The luck of the 
draw plays a role, since having good cards can 
Save your mobsters lives, but there is very little 


' Skill involved. Unless you count smooth-talking— 


convincing an opponent to attack someone else 
can be crucial. The lack of skill involved makes 
Family Business a great beer-and-pretzels game. 
It might also appeal to people who don't usually 
play games, since they have just as much chance 
of winning as hard-core gamers do. It does take a 


' while to familiarize yourself with what each of the 


cards does, and until you get it down you'll be 
passing the rule book back and forth a lot. Family 
Business is particularly fun if you role-play a bit, 
getting into the spirit of Prohibition-era Chicago. 


_ In this game, it's important to have a good time 


even when you're mob is being annihilated. Just 
remember to pull everyone else down with you 
when you go. (Note: Family Business was also 
reviewed in the Aug./Sept. 1989 issue of Games 
Magazine) 


Game: Perquackey 


Info: $8.00 from Lakeside Industries (available 
at a Toys 'R Us near you) 


Players: 2 or more 

Playing Time: 20-40 minutes 
Type of game: Word 
Complexity: 4 Skill level: 7 


country are stocking their shelves with the latest 
m looking forward to evaluating whether or not any of 

assics as Trivial Pursuit and Pictionary. In the 
SS my path as well as some veterans from my collection. 
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Summary: Surprisingly entertaining 
despite lack of player interaction. 


Perquackey has been around for years, 
and yet it remains virtually unknown. In fact, I've 
had it in my closet for over a decade and I'd 
never played it at all until a visiting friend who'd 
just stumbled onto it suggested we give it a go. 
As a result, | discovered a stimulating game 
which had been hiding right under my nose since 
childhood. 

My prolonged snubbing of Perquackey 
may be due to its surface resemblence to Spill ‘N' 
Spell, a game found in practically every 
elementary school in the nation. Both games 
involve tossing letter cubes from a cup and 
arranging the letters to form words, but the 
Similarities end there. In Perquackey, players try 
to arrange and rearrange the ten letter cubes to 
form as many words as possible within the 
available time, using only the letters on the top 
face of each cube. Words must be at least three 
letters long, and no more than five words of the 
Same length are allowed in the same throw. To 
claim a word players must arrange the cubes, 
Pronounce the word, and spell it aloud. Another 
players writes down each word the player claims, 
informing him when he has completed a word 
group-- that is, when he has claimed five words of 
a given length. Longer words eam more points, 
and bonuses are awarded for completing word 
groups. 

To add spice to the game, players are 
“vulnerable” whenever their scores reach 2000 
points. When vulnerable, players add three 


_ additional letter cubes to their throws and must 


Score at least 500 points in each throw or else his 
throw is not scored and he suffers a 500 point 
penalty. The first player to reach 5000 points is 
the winner. 

While one player is forming words, others 
can only look over his shoulder and watch. With 
more than two players this would probably result 
in yawns of boredom. When playing with two, 
however, both players are occupied— one forming 
words, the other writing them down-- making the 
game move swiftly. Perquackey is nota _ 
particularly competitive game. in fact, it borders 
on being cooperative. It is not uncommon to 
praise one's opponent for finding a particularly 
good word, or for finally assembling a word which 
you'd located ages before. We did find, however, 
that the suggested scores in Perquackey are far 
too low. Doubling the score needed to become 
vulnerable, the required score and penalty while 
vulnerable, and the game-winning score fixed the 
problem nicely. 


I'd hesitate bringing out Perquackey for a 
large group of people, but it's a great way for two 
people to pass the time. 


Game: Palabra 

info: ~$15-20.00 from Kondrick, Inc. 

P.O. Box 39133, Minneapolis, MN 55439 
Players: 2-6 

Playing Time: 20-60 minutes 

Type of game: Word 

Complexity: 8 Skill: 5 

Summary: Geometric scoring system 
makes for dynamic, unpredictable games. 
Great for two players. 


Word games have been around for 
almost as long as language itself. The immense 
popularity of Scrabble has inspired innumerable 
imitators, and as a result the word game has long 
languished in a rut of crossword-style games 
which require a significant amount of time to 
complete. Palabra, despite it's complex Scoring 
rules, is a welcome departure from this mold. 

In Palabra, "the word game of cards and 
colors," each card has a letter, color, and point - 
value. Players try to form the highest-scoring 
plays possible from their 7-card hands. Plays are 
not limited to forming words, however-- scores 
are also awarded for straights (alphabetically 
adjacent letters) and flushes (cards of the same 
color). You can even get points for dumping a 
hand full of vowels. Fiushes score double, but 
you can rack up even larger scores thanks to 
“bonus stars". Two or three stars appear on some 
cards. Words or straights which include these 
cards have their scores multiplied by the number 
of stars on the card. If more than one card has 
Stars, you multiply the play by each card in 
Sequence (so if one card has two stars and 
another has three stars, that play's score is 
multiplied by 6. If it's also a flush, it would be 
multiplied by 12!). Wild Cards can be any letter 
or color, but have no point value. Playing all 
seven cards at once is a “palabra worth a 70 
point bonus. 

But wait, there's more. A key element of 
the game is defensive play, or “point-shaving." 
When the player immediately preceding you plays 
words or straights, you have the option to play 
letters which match those played by an opponent. 
You then subtract the value of the matching 
letters in your opponent's play (multiplied as 
appropriate) from your opponent's score and add 
them to your own score. Since you get to replace 
the cards you used with new ones from the deck, 
point-shaving is a valuable tactical move. 
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Also in the deck are a few Jokers used as 
a last-ditch defense. Anybody can play a joker on 
another player, cancelling out the score of the 
victim's most recent play. And that's still not all. 
You can build on opponent's words, exchange 
cards, earn bonuses or penalties at the end of the 
game, and of course challenge disputed words. 

The rules for Palabra are easily the most 
complicated of any word game I've ever come 
across. Fortunately, they're not only manageable 
but rich in play possibilities. It takes a little while 
to get the hang of the game, but it's time well 
Spent. Palabra's scoring rules make for exciting 
competition. The tide of the game can tum 
around with any play of the cards, as in one game 
where a single play earned over 1,000 points 
(compared to an average of about 30). 

You have to admire the charm of a game 
that uses ponytail ties as rubber bands to hold the 
cards together.: A fine game for any number of 
players, Palabra is particularly good with only two. 
The high scores and quick changes of fortune 
make for an exciting and rewarding time. 


Game: True Colors 

Info: $20.00 from Milton Bradley (check 
the Toys 'R Us near you). 

Players: 3-6 (5 or 6 is best) 

Playing Time: 20-30 minutes 

Type of game: Party 

Complexity: 2 Skill: 6 

Summary: Better than Scruples, this 


“adult conversation game" is a fun way to - 


relax with friends you know well-- or think 
you know well. 


Just how well do you know your friends? 
More importantly, how well do they know you? 
Find out what people really think about you in 
True Colors, a delightfully light-hearted "adult 
conversation game" where the scoring is 
completely secondary to the fun. 

Each player wears a uniquely colored clip 
in such a way so everyone can see its color, 
which represents them throughout the game. 
Players start the game with a voting box into 
which a question card has been inserted. 
Questions generally describe a scenario and ask 
which players best fit that scenario. For example, 
one card reads, "You're entitled to 3 wishes from 
the genie in Aladdin's lamp. Who tries to 
negotiate for 42" Players silently read the 
questions on their boxes and cast two votes for 
the players to which they think the question most 
applies. Votes are cast by dropping colored 
cards, matching the clips worn by the players, into 


the voting box. Each player must always cast two 
votes, but they can both be for the same player, 
including himself. When all players have voted 
on their questions, everyone passes their voting 
boxes to the left and votes on the question in the 
box they receive. 

Once all players have voted on all 
questions and voting boxes have retumed to their 
original holders, the second phase begins. One 
question is read aloud, and proceeding clockwise 
players announce whether they think they 
received no votes, some votes, or the most votes. 
The voting box is then opened and the cards are 
tallied. Players correctly guessing that they 
received no votes or the most votes eam three 
points. Correctly guessing “some” eams 1 point, 
and guessing incorrectly eams no points. The 
player with the highest score when all questions 
are tallied is the winner. 

The scoring system unfortunately weighs 
itself toward people with strong personality traits 
who can frequently earn large scores guessing 
"most" or “none.” Luckily, the scoring system is 
incidental to the fun of the game, which lies in the 
amusing questions and discovering how other 
people perceive you. Cries of, "Ok, who voted for 
me?" are common when votes are counted, and 
exploring the rationale behind people's votes is: 
far more engaging than the score sheet. 5 

All of which adds up to points in True 
Colors' favor. Games like this should place the 
focus on interaction and conversation among 
players, and True Colors scores high marks in 
those areas-- which should make it especially 
appealing to people who shy away from 
competitive games. The game components, 
incidentally, are colorful and clever, and the 
questions range from amusing to provocative. 
With Thanksgiving just around the comer, this is 
an ideal game to bring out with the family when 
the turkey disappears. 


Game: Tabloid Teasers 

Info: $20.00 from Pressman (currently on 
sale for $10 in the clearance aisle of a 
Toys 'R Us near you) 

Players: 3-6 (the more, the better) 
Playing Time: 40-60 minutes 

Type of game: Party 

Complexity: 3 Skill: 7 

Summary: Hilarious sleeper hit. 


| detest the tabloids. But | have to admit, 
every now and then | leaf through one while 
waiting in line at a supermarket, just for laughs. 
It's often hard to resist the bizarre headlines 
peeking out from the magazine rack. Taboid 
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Teasers transforms these headlines into a 
hilarious game of absurdity. 

The game comes with 360 actual 
headlines from real tabloids like National Enquirer 
and (my personal favorite) the Weekly World 
News. But a key part of each headline is left 
blank. One each tum, someone reads one of 
these edited headlines and players fill in the blank 
with their own wacky ideas. These are passed to 
the reader who shuffles them together and reads 
them aloud, along with the real, completed 
headline as it actually appeared in a tabloid. 
Players then vote for the headline they believe 
was the real one. Players advance along the 
board for guessing the correct headline, and also 
for every vote their own headline receives. The 
first player to reach the end of the board wins. 

The voting mechanism is nothing new, 
having appeared in similar bluffing games like 
Baiderdash. But games like Balderdash suffer 
from requiring a lot of creativity and quick thinking 
in order to win-- skills many players aren't 
comfortable with. Tabloid Teasers, on the other 
hand, is remarkably simple. We've all marveled 
at ridiculous tabloid headlines. They've 
permeated our culture to such an extent that you'll 
be surprised at how easy it is to make up your 
own. Headlines like "Robert Redford's Friends 
Fear He's "and "Michael Jackson's Weird 
Plan To " immediately bring to mind a host 
of possibilities, most of which are not only funny, 
but plausible in the context of a tabloid. In fact, 
it's not uncommon for players to fill in the blank 
with the same words as the actual headline. . 

Tabloid Teasers takes material we 
already laugh at and allows us to make it even 


.. funnier. And because the material is so 


accessible, annybody can play and win. I have to 
admit, | was skeptical about this game and only 
bought it because of its bargain price. But we've 
laughed from start to finish every time we've 
played, and | heartily recommend it even at full 
price. <- 


Game: Hedbanz 

info: ~$20 from The Games Gang, 1107 
Broadway, Suite 1603 New York, NY 
10010 (check your local Toys 'R Us) 
Players: 3-6 

Playing Time: 45-60 minutes 

Type of game: Party 

Complexity: 4 Skill: 7 

Summary: Goofy and amusing. Often 
harder than it looks. 


Remember the old game of Indian Poker, 
where players hold their cards up against their 
forehead so everyone else can see them, but they 
can't? Hedbanz marries this concept with Twenty 
Questions to form a silly parlor game of "identity 
crisis." 

As you might expect, Hedbanz comes 
with 6 plastic headbands for players to wear, each 
with a slot in the front for holding an identity card. 
These cards contain the names of people, places, 
or things, along with delighfully clever cartoon 
illustrations. Players place a card in their 
headband without looking at the person, place, or 
thing illustrated on its face. On their tum, armed 
only with the knowledge of whether they are a 
"who", "what", or "where," players have 60 
seconds to figure out their identity. He does so by 
asking yes-or-no questions, which the other 
players answer in unison. For instance, if the 
guesser knew he was a "who," he might ask, "Am 
| living?" “Am | American?" "Am | fictional?" etc. 
The guesser may try to guess his identity at any 
time and as often as he wants. If he is successful 
before time expires, he advances three spaces on 
the board. If not, he has a choice to make. He 
can take another 60 seconds of yes-or-no 
questioning to try to advance two spaces, or he 
can call for an “identity crisis" round. ; 

In an identity crisis, players take turns 
giving one word clues about the guesser’s 
identity. The guesser can make one guess per 
Clue until he guesses his identity or 60 seconds 
goes by. If he is successful, both he and the 
player to give the last clue advance one space. If 
he still doesn't guess his identity, his turn ends. 
Regardiess of whether or not a player guesses his 
identity, he discards his card and replaces it with 
@ new one at the end of his tum. The first player 
to reach the end of the board is the winner. 

Some cards are marked with a star to 
indicate that they are easier than normal. Players 
may want to skip these cards, or play with only 
these cards, so that nobody gets an unfair 
advantage. Then again, unfair advantages are 
hard to avoid, since “what"s are generally much 
harder than the other categories, and “where"s 
tend to be easier. As a result, Hedbanz works 
better if players view their turns as a self- 
Challenge to guess their identity, rather than a 
competition against other players. 

Flawed by the varying difficulty of the 
cards, Hedbanz is not a game for serious players. 
But really, how serious can you be with a red 
plastic band and huge paper card on your 
forehead? The cartoons on each card are a great 
touch, adding to the silliness. And if you're not in 
a silly mood when you start, you will be before the 
game is over. 


